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DIRECT HIT! 



T he word is out. A-10 Tank Killer is HOT!! Join the 
thousands who have already experienced the 
devastating power of the ugliest, most indestructible plane 
ever built, the A-10 Thunderbolt II! 


Fly through smoke-filled battlefields, ripping apart enemy 
tanks with your 30mm "tank killing" cannon. Sustain 
damage that would cripple any other aircraft and laugh 
when your wing or engine gets blown off during 
battle. Intercept radio messages, get strategy 
tips from Jake, your co-pilot, plot your course 
head out to kick some butt! 
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Dynamix, Inc. • P.O. Box 11806 • Eugene, OR 97440 


Easy-to-use controls, seven missions, incredible bit-map 
explosions, a Campaign mode, an actual digitized A-10 
cockpit and 256 color VGA graphics. 

If you still haven't tried out A-JO , pick up a copy and 
discover what everyone else already knows: A-10 Tank 
Killer is more than just another simulation... it's an 
experience! 

Simulation Modules are NOT available in retail stores! 

Order them directly from Dynamix by Calling: 

Ordering and Technical Support: (503) 687-8690 
Dynamix BBS: (503) 687-8497 


















The Ad Lib Music Card: 
Openyour ears and blowyour mind. 


U Asteroids are hurtling by. Enemy photons are de- 
■ stroying the rear deflectors. Engines strain as they 
ft reach critical mass. Suddenly you hit the retros, loop 
It around, and fire with everything you've got. 

\ And what kind of awesome, breath-taking music 
is your computer playing? "Bleep, bop, beep." Pretty weak, eh? 

Well listen up. Because now there’s the Ad Lib Music Card. 

It's the digital music synthesizer that's conquering the final frontier 
of truly realistic game playing—totally ear-blasting sound. 


an untimely death, rest assured that Ad Lib's funeral dirge will bring 
tears to the eyes of your loved ones. 

In fact, the Ad Lib sound is so hot, major game developers are 
now designing dozens of new adventures with special soundtracks 
just for the Ad Lib Music Card. 

Call us at 1-800-463-2686 for the name of your nearest 
dealer, for more information, and for the ever-growing list 
of major game titles with spectacular Ad Lib soundtracks. 

Add the missing dimension to your games with the 
Ad Lib Music Card. From a solo to a symphony, Ad Lib's 
music makes the adventure come alive. 


Ad Lib Inc., 50 Staniford Street, Suite 800, Boston, MA 02114. 1-800-463-2686 in U.S. or Canada. 1-418-529-9676 International. Fax: 1-418-529-1159. 


Compatible 

Games. 

Here are just some of the 
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Centurion: Defender of Rome 
from Electronic Arts. 



EDITOR'S NOTES 

A first wave of compact disc 
computer games are headed 
from the horizon to your 


FIRST LOOKS 

Brief hands-on reactions 
from our editors to some 
of the newest games now 
entering the market. 


FEATURES 


COVER STORY 

Et tu, game player? Com¬ 
mand the mighty Roman 


Legions in Electronic Arts' 
innovative Centurion: 
Defender of Rome 
from award-winning de¬ 
signer Kellyn Beck. 


HANDICAPPING THE 
GOLF GAMES 

From tee to sand trap to lake 
to green, three of the newest 
and most feature-laden golf 
simulations available for 
the PC. 


poleon march to the tunes of 
different drummers in 
covering the Little Corpo¬ 
ral's martial exploits. 


ALTERNATE LIVES 


DragonStrike is a flight 
simulator with a scaley 
difference —aerial combat 
astride a real monster! 


VIRTUAL REALITY 


COLUMNS 

THE DESKTOP GENERAL 
Waterloo and Battles ofNa- 


From close-up zooms to 
stereo soundtracks and 
jump cuts, there's 
a new breed of cinema-in¬ 
fluenced PC games is 
headed your way. 
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The latest news and product 
information from the world 
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Advanced 

Dungeons||pragons 


DhagonStrme 

The FIRST-EVER dragon 


F eel the raw power of the mighty dragon 
surging beneath you as the wind beats 
against your face. Your hand trembles, not 
from the heft of your dragonlance, but from 
anticipation of the battle that is to come. The 
air screams with the fury of enemy dragons 
and creatures — even flying citadels! 

This is DraqonStoke, where the deadly 
skies above the AD&D DRAQONLANCE* 
game world of Krynn explode before your 


Learn to fly dragons and master over 
different missions. Receive magic items 
along the way—you're going to need 1 
Dragon fangs, talons and deadly breath 
weapons are just a few of the dangers you'll 
face in the fierce heat of dragon combat! 

To the skies brave knight—and victory! 


STRATEGIC SIMULATIONS, INC.® 









EDITOR S NOTES 
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nounced in June that it will sell 
CDTV (Commodore Dynamic 
Total Vision), an interactive 


the Amiga 500 computer and 
compact disc technology. The 



games is the delightful Mixed-Up 
Mother Goose.. 

company hopes to have as 
many as a hundred CDTV soft¬ 
ware titles, including games, 
when the machine ships to 
stores this fall. 

As Commodore works on 
CDTV, American Interactive 
Media (AIM), a division of CD 
audio pioneer Philips, contin¬ 
ues preparing for the launch of 
its own CD-Interactive player 
for the consumer market. Ra¬ 
dio Shack's parent company, 
Tandy, continues to work on 
its THOR writable technology. 
The list goes on as different 
companies attempt to deter¬ 
mine what the consumer will 
buy, and for what price. 

For those of us who have 
followed the slow (and often 
confusing) attempts to bring 
CD technology to consumers 
for the past several years. 
Sierra's effort is a welcome trial 
balloon that may set the stage 
for what's surely coming (in 
one form or another) later in 
the decade. 

For Sierra and the others 
involved in this effort, the in¬ 
troduction of CD-ROM games 
is a bold move. While many 
game software companies are 
scurrying to get a piece of the 
multi-billion-dollar videogame 
(Nintendo, Sega, NEC, Atari) 


market. Sierra is foregoing what 
its president, Ken Williams, 
sees as short-term profits in 
favor of building longer-term 
next-generation markets. Sierra 
and a few others are, in effect, 
attempting to seed the market 
with CD-type games. 

The recent Summer Con¬ 
sumer Electronics Show (CES) 
in Chicago featured opening 
salvos from several software 
companies and at least one 
major hardware company. 

As mentioned. Sierra is 
taking the most aggressive 
approach. Sierra's public rela¬ 
tions director, Kirk Green, 
demonstrated for our editors 
portions of whatwill be Sierra's 
first CD-ROM releases: a won¬ 
derfully enhanced re-introduc- 
tion of Mixed-Up Mother Goose, 
and the eagerly anticipated 
King's Quest V, the next step in 
the mega-hit King's Quest se¬ 
ries of graphics adventures. 

The Mother Goose preview 
was one of the most delightful 
demos we've ever seen. The 
gamecombintes256-colorhigh- 
resolution background paint¬ 
ings with charming digitized 
voices, animation, and a beau¬ 
tiful soundtrack. There are ten 
hours of voices on the CD ver¬ 
sion of the game — and that 
requires a lot of disc space. 

King's Quest V will contain 
over ten megabytes of game data, 
256-color VGA graphics, an 
original soundtrack, digitized 

"cinemagraphic" animation 
technology. The thousands of 
King's Quest fans who have 
followed the adventures of 
King Graham for years are sure 
to be delighted with either the 
CD-ROM or regular MS-DOS 
versions of the game. (The 
floppy disk version won't have 
the digitized voices and 
sounds.) 

But Sierra isn't stopping 
with games. To seed the mar¬ 


ket further the company is 
working out an arrangement in 
which they will offer both CD- 
ROM games, a CD-ROM 
player, a digital audio con¬ 
verter, and a popular sound 
enhancer card with software— 
all for under a thousand dol¬ 
lars. Sierra probably won't 
make much money from that 
kind of pricing, but they see it 
as a part of their investment in 
the future of computer gam¬ 
ing. 

Two other companies. 
Access Software and The Soft¬ 
ware Toolworks, are also offer¬ 
ing CD-ROM game packs. 
Access is putting its VGA 
games Crime Wave,Mean Streets, 
World Class Leaderboard, Famous 
Courses 1,2, and 3, and Echelon 
on one CD-ROM Collector's 
Edition disc. Like Sierra, Ac¬ 
cess doesn't expect to make a 
lot of money from its first CD 
venture, but they do mean to 
show their intent to promote 
the market. 

The same can be said for 
The SoftwareToolworks, which 
is selling The Software Toolworks 
CD Game Pack, a collection of 
five popular games: The Chess- 
master 2000, Life & Death, Gin 
King/Cribbage King, Beyond the 
Black Hole, and Bruce lee Lives. 

Much more will be hap¬ 
pening with CDs this fall and 
early next year. Game Player's 
PC Strategy Guide will be fol¬ 
lowing all of the developments 
and reporting on the new prod¬ 
ucts that are headed your way. 

We'll have much more 
coverage of the new games 
introduced at CES in the next 


Selby Bateman 
Editorial Director 






Make The Purr Or 
Miss The Cut... 

Crouch down and read the green. The only thing between you and the final 
money rounds is fifteen feet of landscape that's flat to evetyone but a golfer. Will 
a hard break turn into heartbreak? Join the PGA TOUR® and find out for yourself. 
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HARMONY 
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HARPOON BATTLESET 2: 
NORTH ATLANTIC CONVOY 
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HONG KONG MAHJONG NORTH AND SOUTH 
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Durandals. 

With Strike Aces,™ 
you’ll drop potent 
payloads from 6 of the world s 
most powerful strike aircraft. 


interceptors: The F-14 Tomca 
F-16Falcon,F'5E Tiger II,MiC 


are one of the ace combat 
pilots from NATO and 


Your jaw. 

How to order: Visit your favor¬ 
ite retailer or call 800-245-7744. 
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SHUFFLEPUCK CAFE 


TEENAGE MUTANT NINJA 
TURTLES 


Mists swirl as you throw open 
the swinging doors of the bar 
and step inside. The strange 
beings inside barely notice 
your entrance. A few look up 
momentarily, some buzzing or 
grunting a greeting in their 
native tongue. Most stay clus¬ 
tered in a crowd near the back 
of the room, pressing together, 
straining to look into the cen¬ 
ter of the group. 

Above the alien murmur¬ 
ing of the spectators, you hear 
the sharp smack of an acrylic 
puck hitting a paddle. You 


players ringing the table. 

Welcome to Shufflepuck 
Cafe, the galaxy's only remain¬ 
ing air hockey hang-out. 

Broderbund's space-age 
version of air hockey, long 
available for the Macintosh, is 
now available for PC players. 
You can choose from nine 
opponents — each decidedly 
alien—and play a single train¬ 
ing game or enter a tourna¬ 


ment. In the training mode, 
you cancustomizeyour paddle 
by using options that let you 
change its size and the action it 
puts on the puck. 

Actually, you play with 
two paddles — one when you 
hold your mouse button down, 
and the other when the button 
is up. Each paddle has differ¬ 
ent properties; one slows the 
puck down so that you can 
smack it with the second, more 
powerful paddle. 

In the tournament mode, 
you won't have the luxury of 


player uses the standard tour¬ 
nament paddle, so only your 
skills will see you through. 
Each of the nine opponents — 
fromsuper-accurateVinniethe 
Dweeb, a physics major at the 
University Of Xtpl, to the vo¬ 
luptuous Princess Bejin, whose 
telekinetic serve is almost 
frightening — has an individ¬ 
ual style of play, and each 
adapts his or her game to yours 
as the match progresses. 


They're a strange phenomenon 
that seems unstoppable. But 
after a day spent sleeping oh 
Teenage Mutant Ninja Turtles 
sheets, eating Teenage Mutant 
Ninja Turtles cereal, wearing 
your Teenage Mutant Ninja 
Turtles underwear, playing 
with your Teenage Mutant 
Ninja Turtles action figures, 
watching the Teenage Mutant 
Ninja Turtles movie (for the 
umpteenth time), you just 
might want to sit down at your 
PC for a session of — what 
else? — Teenage Mutant Ninja 
Turtles. 



The PC game is from Un¬ 
developed the heroes in a half 
shell for Nintendo. The sto¬ 
ryline is the same, too: The 
turtles' human friend, April, is 
kidnapped by their worst en¬ 
emy, the evil Shredder. He 
intends to brainwash April and 
recruit her for his army of Foot 
Clan Warriors. 

You have to lead the 
turtles on several missions. 
First, you must rescue April. 
Then you have to locate Shred¬ 
der's Life Transformer Gun so 
you can turn the turtles' men¬ 
tor, Splinter, from a rat back 
into a human being. Finally, 
the turtles must defeat Shred¬ 
der. 

The six levels of arcade 
action take you from Green 



wich Village to the Hudson 
River, to Wall Street and JFK 
International Airport, and 
from Shredder's Base in the 
South Bronx to the terrible 
Technodrome. Throughout the 
game, you also have to defuse 
bombs beneath the Hudson 
River, rescue any turtles who 
have been captured, and some¬ 
how defeat the Technodrome. 

You have control over all 
four turtles — Donatello, Le¬ 
onardo, Michelangelo, and 
Raphael — but you can only 
use one at a time. Each one has 
a different weapon: a bo for 
Donatello, a katana blade for 
Leonardo, nunchukus for 
Michelangelo, and a sai for 
Raphael. 

Watch out for enemies! 
Shredder's not your only 
threat. You have to defeat the 
Fire Freak, Mouser, Meca- 
turtle. Bebop, Rocksteady, and 
hordes of Foot Clan soldiers 
before you meet your archen¬ 
emy. Don't forget to collect 
ropes in order to travel from 
building to building in levels 3 
and 4, and of course, don't 
neglect your turtles' tummies. 
You must find enough pizza 
to keep the brave amphibians' 
vitality high. 

This fast-action game is 
sure to be popular, but it's only 
as good as your PC joystick. 












The game is fantasy. 
The interlace is mask. 


Alone on a craggy hilltop, 
high above an island shrouded in 
perpetual mist, your quest begins. 
But tread gingerly, because while 
the world of Loom™ 
is breathtakingly 
beautiful, unspeak¬ 
able danger awaits 
the unsuspecting. 

Trepidation 
soon gives way to 
bravado as you peek 
inside abandoned 
tents in the village. 

Stumbling over a 
discarded weaver’s 
distaff, you watch in 
wonder as it gradu¬ 
ally glows and A spell weaver 

resonates with a ,hes> 

sequence of musical notes. Tenta¬ 
tively at first, you point the staff 
and repeat the notes. After con¬ 



siderable experimentation, you 
may discover the power to see 
in the dark. Or weave straw into 
gold. And eventually find the 
means to leave the 
island itself. 

A fantastic 
odyssey ensues, as 
menacing water¬ 
spouts, merciless 
dragons and exotic 
cities draw you 
deeper and deeper 
into the fantasy. 

Armed with the dis- j 
taff’s magic power, j 
you stride fearlessly I 
across vast, cine- j 

matic landscapes. 1 

Seeking the arcane I 
knowledge possessed by the Great j 


Typing is banished from 
this kingdom. 

Loom is more than a mas¬ 
terpiece of fantasy storytelling. 
With Loom, Lucasfilm™ Games 
literally redefines the fantasy 
computer game experience. Sim¬ 
ple point n’ click actions move 
your character, select objects, and 
perform magic. No cumbersome 
keystrokes, text parsing, maze 
mapping, or inventory manage¬ 
ment intrude to break the spell. 

We even transport you to 
the Age of the Great Guilds before 
you turn on the computer. With a 
lavishly produced, 30-minute 
drama on Dolby® Stereo audio 
cassette that’s included with the 
game. Recorded by Lucasfilm’s 
Academy Award-winning 
Sprocket Systems, it introduces 
the characters and sets the scene 
for the impending, epic struggle 
against imposing odds. 

Then it’s full immersion 
into Loom’s 3-Dimensional, scroll¬ 
ing panoramic landscape. Where 
detailed animation, high defini¬ 
tion graphics, startling special 
effects and stirring musical score 
combine to create a total environ¬ 
ment. Captivating you from the 
opening scene to the final climax. 

And your quest for a truly 
magical fantasy adventure is 
finally realized. 
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MORE ALLIES. 
MORE ADUERSARIES. 
THE ISLAND OF KESMAI 
IS UmiTVK FOR YOU. 


Finally, a role-playing game big enough for your imagination. The Island of Kesmai™ Up to 100 people can 
play at once, battling their way through 62,000 hexes of scalding deserts, towering cliff-top cities, clammy 
underground catacombs, and 3,250 truly disgusting computer-generated creatures. 

No matter how many friends you make, or how many villains you dispatch, you'll never, ever get enough. 

And The Island of Kesmai is only one of the exciting multi-player games you can play on CompuServe. We 
also offer the treacherous British Legends;" as well as many others. All you need to play is a personal computer, 
a modem, and a CompuServe membership. To join, or for more information, call 800 848-8199. 

And take a trip to the Islands that's anything but relaxing. 

CompuServe® 













Romans 
Aren’t 
Fought 
in a Day 


If you decide to fight, you must 
first select a formation for your 

among four formations: bal¬ 
anced, wedge, strong right, or 
strong left. Each formation of¬ 
fers different tactical options, 
one of which you choose next. 
In balanced formation, you can 
opt for Scipio's defense (which 
enabled the general to defeat 
Hannibal), drive a wedge, out¬ 
flank, or stand fast. 

With wedge formation you 
can use the Cannae tactic (from 
the 216 BC battle that Hannibal 
won), drive a wedge, or form a 
line. By strengthening one flank 
or the other, you can sweep 
right or left or you can mass 
your troops in the middle. Once 
you choose your tactic, the 
music sounds, and troops from 
each side move forward and 
execute their respective tacti¬ 
cal maneuvers. 

Once battle has begun, you 
can sit back and watch. If all 
goes well, there's no point in 
intervening. But if you decide 
that a different strategy is called 
for, you can change the course 
of the battle by making some 
choices. Stop the battle by going 
to the Pause menu. Then click 
on any individual cohort (fight- 

to move to another area of the 
battlefield or melee with the 
closest enemy unit. This is only 
possible, however, if that co¬ 
hort is within command range 
of the leader (i.e., you), repre- 
sentedbyalonefigureon horse¬ 
back. 

If the enemy is retreating, 
you can prevent their escape 
by commanding the entire le- 


With only 195 
cosualties r youhave 
driven the Alpine 
hordes from the 
field. This will 
certainly help your 
reputation. 












So—you have mastered 
TETRIS ™ and WELLTRIS™ 
and thought you were head 
and shoulders above the rest. 
Presenting the newest challenge 
from the Soviet Union— 
FACES™...Tris III. In FACES 
you'll need to be “eyes and nose 
above the rest” to come out 
ahead (a head)! 

Mil recognize the concept 
of FACES soon enough. Stack 
the falling blocks of face seg¬ 
ments of the famous and not- 
so-famous in the proper order 
to makecom- 

• if* : ? 'mn A»i pl ete faces. 
afPE-HMiSaJI Swap the 
-P* eces > fl'P 
■r : them, and 

.ke iik« o^d^min.^buiid drop them 


pic ture this d 

Joan of Arc’s nose on 

Napoleon’s mouth. What a 

^Combination! '‘vJ aBB B 
Rack up the score by making 
.'•’perfect or mixed faces) faSgHSg? 
• remember there are nojwfpje^ 
;for “double chins” in this gaj^e!-. 
Tor an unparalleled, fun ome^T 


'Ttehead-to- 


gets a stack of face pieces 
dumped onto his screen. It’s 
funny, it’s obsesSiygyand you’ll 
keep edihing back for more of 
t'Hty^pf^TVlxt-urifp^u table 
FACES from the Soviet'Union! 


speare’s 









Sardinia, and your fleets 
western Mediterranean 
look very powerful. 


gion into melee. Use this op¬ 
tion carefully, though, because 
destroying the enemy means 
you'll have greater trouble re¬ 
province (they're dead, after 
all). For the most part, it's best 
just to let them go. 

Battles in Centurion are 
colorful and fascinating. Play¬ 
ers of miniatures wargames will 
immediately recognize that 
what happens on the battlefield 
is essentially an animated ver¬ 
sion of their own colorful 
hobby. The only problem with 
the combat system is that you 
must select your formation and 
tactics before you actually see 
the enemy army on the screen. 

You're given some infor¬ 
mation about your enemies 
when you first enter the prov¬ 
ince, but only about their size 
and fighting zeal, not about the 
proportions of cavalry to in¬ 
fantry or the actual number of 
troops. This strange design 
decision makes surprise pos¬ 
sible, but it also means that 
"stand fast" is almost always 
the recommended tactic to 
choose. This aspect of Centu¬ 
rion can clearly stand revision. 

One addition to the Centu¬ 
rion battle system would go far 
to extend the game's realism. 
Only two battlefields are de¬ 
picted: a grassy area and a 
desert area. It would be nice if 
the defender were able to 
choose the type of terrain on 
which to fight by offering re¬ 
gions of hills, open ground, 

(where applicable). Not only 
would such a system increase 
the visual appeal of the battles 
even further, it would also 
require greater thought about 
which formation and tactic to 

Naval battles are less in¬ 
volved, and in fact are on par 
with gladiatorial combat and 
chariot racing as diversionary 
arcade exercises. Your entire 
fleet doesn't appear on the map; 
instead, only your flagship 
shows, fighting only the enemy 
flagship. You can steer toward 
the enemy vessel and ram it, 
board it, or simply fire a cata¬ 
pult. The idea is to sink the 
enemy flagship or lower its 
crew's morale so you canboard 
it and defeat its sailors in hand- 
to-hand combat. 


























DISCOVER ^ 
THE MOST JfJ 
ADDICTING '~" m 
STRATEGY GAME 
SINCE TETRIS™! 


From the publishers of Monopoly®. Scrabble®, 
Risk™, and Ckie Master Detective™, 


"ER GAMI$* 


9 sMD levels fort 


uesigner plus an autu 

512 pre-programmed 
playGelds 


playing on 

< Commercial-tpaMty 
animated graphics 
and sound 


a Computer 

RATING: G 
Great entertainment 

i * 

near you! 










Let the 
Games Begin 

Chariot races and gladiator 
combat both contain a great 
deal of historical flavor. Before 
racing your chariot, you must 
choose between light, medium, 
or heavy chariots. Heavier 
chariots are more expensive, 
but they give you an advantage 
over lighter vehicles. You can 
then bet money on a race or 
engage in skulduggery. The 
latter involves bribing an op¬ 
ponent, hiring a physician to 
drug your horse, or invoking 
the help of the gods. Once on 
the track, you can whip your 
horses or even your opponent. 
The trick is to stay on your 
chariotuntiltheendofthe race, 
and, obviously, to place first. 

The citizens of Rome 
demand frequent gladiator 
shows. Your goal here is to bet 
on the winning gladiator — a 
palatable proposition, since you 
control the movements of the 
fighter on whom you've wa¬ 
gered. You can choose to pit 
your gladiator against an equal 
or better gladiator, or against a 
dangerous animal. Once the 
battle is over, you must decide 
whether to let the fallen fighter 
live (thumbs up) or die (thumbs 
down). Your decision deter¬ 
mines the general level of citi¬ 
zen contentment. 

All of these features, how¬ 
ever—land battle, naval battle, 
chariot races, and gladiatorial 
combat— are sideshows to the 
strategic game. At the begin¬ 
ning of every turn, you see a 
map of Europe with your le¬ 
gions and fleets (and those of 
your enemies) displayed as 
icons. By clicking on a province 
you control, you bring up a 
menu, from which you can se¬ 
lect Legions, Plunder, Tribute, 
Hold Games, Build Fleet, See 
Province List, or a combination 
of any or all of the choices. 

By selecting Legions, you 
can upgrade or strengthen ex¬ 
isting legions or build new ones. 
Youcanalsomovelegionsfrom 
one province to another. By 
choosing Build Fleets, you can 
add triremes (cheap), quin- 
quiremes (not-so-cheap), or 























The best wargame simulation in the world...just got better. 


U n the few short months since it hit the streets, Harpoon has become the 
number one, best selling wargame simulation in America. And no wonder. 
Harpoon is now acknowledged as the ultimate, most startlingly realistic inter¬ 
pretation of how the final war at sea might take place. 

With multiple command, tactics, weapon, and scenario choices, , . 

Harpoon pits the mighty sea and air power of the. USSR against the ■ . 1 ; ; 
combined NATO forces. And it does it in a way that no other game 1 


BATTLESET #3 & 4: COMING SOON 


But don’t just take our word for it, read what the reviewers say. 
“Harpoon delivers an intense aM'sophisticatedgaming 
experience”. 

Keith Ferret Compute 

“1learned morejtfter six hours with Harpoon thanl did after 


mlation 


) Scenario. 


ays to test your skills, 

. customize the ■. ^ 








































ACTUAL 
256 COLOR 
VGA SCREENS 


errorist abduction! You 
hat they have taken the U.S. President's 
lolding her and our country hostage. 
IT-FULL! . . . YOUR PURPOSE: To wipe o 
on and rescue the president's daughter, 
histicated Assault Technology available, 
he only one that can save the country frc 




256 cotor digitized VGA 
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Centurion’s 

Kellyn 

Beck: 

Lights! 

Camera! 

Action! 



Similar to a motion picture 
director. Centurion game de¬ 
signer Kellyn Beck is always 
looking for new angles from 
which his games can be viewed 
and played. 

"We try to move things 
around so that you see them 
from different angles, and that's 
where we get the three-dimen¬ 
sional feel in a two-dimensional 
medium," says Beck, who 
served as project director for 
Electronic Arts' Centurion and 
co-designed the game with the 
programmingteamofEvanand 
Nicky Robinson. 


This cinematic approach is 
a hallmark of Beck's work, ex¬ 
emplified in his direction and 
design of such Cinemaware 
games as Defender of the Crown, 
S.D.I., and Rocket Ranger. Now, 
in the just-released Centurion, 
Beck and his team have contin¬ 
ued to move toward the look 
and feel of cinema. 

That approach includes 
sound and music as well as 
graphics. Award-winning film 
composer John Newton com¬ 
posed the music for Centurion. 
"We studied music from films 
like Ben Hur, Spartacus, and Quo 
Vadis, films about ancient 
Rome," Beck says, "and tried to 
evoke some of the feelings you 
got from those films." On the 
visual front, artist Jim Sachs, 
who worked with Beck on De¬ 
fender of the Crown, led a team of 
artists in creating the superb 
Centurion graphics. 



With a background in film 
documentaries and television 
news features. Beck brings a 
strong visual sense to his games. 
His commitment to solid back¬ 
ground research is just as 
powerful. Beck spent three 
years researching Centurion, 
including travel to Rome where 
he studied the Forum, the Coli¬ 
seum, and the Circus Maximus. 
He spent additional time ana¬ 
lyzing the military strategies 
and tactics of the Romans as 
well as such enemies as the 
Carthaginians and Egyptians, 
among others. 

Strongly influenced by 
game designers Chris 
Crawford and Dan Bunten, 
Beck has been an avid com¬ 
puter game player since he 
first bought an Atari 400 
computer in 1980 and got 
hooked on Star Raiders and 
Crawford's Eastern Front. 

It wasn't long before Beck him¬ 
self began thinking about game 
design. "I got the "bug' to see if 
I could do something as good 
as what other people were 
doing," he says. 

Beck recently formed a 
partnership with veteran game 


designer Doug Sharp, author 
of Chipwits and King of Chicago, 
in a new company called 
EARTHLING that's located in 
Portland, Oregon. 

"We have a lot of plans, 
and as we expand our group 
we'd like to do different things 
—some games like I've done in 
the past, interactive dramas 
with actors, and some videog¬ 
ames," says Beck. Although he 
won't reveal his current proj¬ 
ect, it's clear that he continues 
to push his game designs even 
further. "All I 



we're working on a game that 
uses actors and real locations. 
We're actually bringing char¬ 
acters to life in a computer 
game. ITs very exciting." 

GP 
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Melbourne House has just 
released Greg Norman's Shark 
Attack, which the company 
bills as "the ultimate golf 
simulator." Right behind this 
fine new game comes Elec¬ 
tronic Arts' PGA Tour Golf, 
calling itself "the best compu¬ 
terized simulation of what's 
been called 'the greatest sport 
man has ever devised'." As if 
that weren't enough. Acco¬ 
lade has tossed its new Jack 
Nicklaus' Unlimited Golf & 
Course Design into the fray, 
claiming that "this new 
simulation captures the com¬ 
plete golf experience." How 
to choose? 


All three of these games 
have lots to offer the avid 
electronic golfer, and all three 
are significant advances over 
what was once considered 
state of the art. Those who 
spend their weekends on real 
golf courses aren't likely to be 
disappointed by any of these 
offerings, and beginners are 
sure to gain sound knowledge 
about the finer points of the 
game. None of them lets you 
slam your club to the ground 
in disgust, but at Greg Nor¬ 
man's or Jack Nicklaus' level 
thatisn'tsupposedtohappen 
anyway. 

Actually, the fact thatyou 


can play at such an advanced 
level might well be the real 
attraction of these games. 
Most people can head out to 
the local golf course and 
knock some balls into the 
trees, the water, or the sand, 
then ten-putt their way into 
the folklore of that course. But 
few of us can consistently hit 
drives of over 250 yards, or 
chip from a bunker to within 
five feet of the pin. To find out 
what it's like to do these 
things, you have three 
choices: pay for years of les¬ 
sons, watch the PGA tourna¬ 
ments on television, or play 
computer golf. The first is 


expensive, and the second is 
passive. Only the third gives 
you a chance at real participa- 

What makes golf a good 
game for computers? Easy: IP s 
a natural solitaire game. Out 
on the course, your main op¬ 
ponent is yourself, whether 
you're playing in a tourna¬ 
ment or a foursome. No other 
player on the course can af¬ 
fect the way you hit the ball, 
nor where you place it on the 
course. Golf is, above all, a 
personal game, and it is there¬ 
fore suited to — and addic¬ 
tive on — your personal 
computer. 

















6 month trial subscription to Game 
Player’s PC Guides. Just purchase any of 
these specially marked hit titles 
from Electronic Arts: 


LHX A TTACK CHOPPER “ 

Fly the LHX before the Army can. Jump into the single seat 
of the top-secret Light Helicopter Experimental and experi¬ 
ence hundreds of hair-raising missions. Astounding 3D poly¬ 
gon graphics in up to 256 colors. 


SKI OR DIE " 

The radical sequel to best selling Skate or Die™. Five radical 
events like the Snowboard Half-pipe. Innertube Thrash, and 
Downhill Blitz make this the rudest winter wonderland imaginable! 


ifM aefe 


PC GUIDE 


INDIANAPOLIS 500 s : THE SIMULATION ’ 

The greatest spectacle in racing® is now the greatest computer 
racing game! Go head to head against your racing heroes oi 
exact replica of the Indianapolis Motor Speedway. 


This magazine provides tons of great information on current 
and coming PC hits. But don’t take our word for it - take a few 
minutes more to page through the magazine. Stay informed. 
Stay Booted. Have fun. 


ELECTRONIC ARTS® 


Look for specially marked boxes at participating Babbages, Egghead Discount Software, Electronics Boutique, Software Etc., 
Waldensoftware stores and at other leading entertainment software retailers. Not all stores may carry all titles. Indianapolis 
500 trademarks used with permission, IMS Corp. 
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Welcome to Maramon! 
Now Get taWork! 

Every night, hordes of horrible monsters 
frorrj the Dark Towers of Maramon! 


You,—a hardy blacksmith, wily huntsman,'grace¬ 
ful cjourier or clever scholar—have been hired to 
slay'lbem. Night after.night after night. p-"' 

More 1 than that, you must U§e your wits to discover 
where they come from, tracMiem to theifsource, 
and end the slaughter once and for^tl! 

Feverish action and fascinating role-playifig fr^m 
Mindcraft, the makers of The Magic Candle™! 


sjg M1NDC] 


5 PM/Pacific Time. 


To order, see your retailer or call Mindc 






PGA Tour Golf is superb 
almost all respects. It is < 
tremely easy to learn and it 
plays quickly and forgivingly. 
This is golf for those accus¬ 


tomed to watching golf on 
television, and as such could 
easily become the most popu¬ 
lar golf game of all. 

The basis of PGA Tour 
Golf is the tournament. In each 

many golfers. You control one 
player and the computer 
keeps track of the rest. Often, 
an information bulletin ap¬ 
pears, describing how a 
player on another hole has 
just eagled, birdied, or even 
bogeyed, and giving that 
player's current position on 
the leader board. Obviously, 
you're only concerned with 
those near the top, so the 
computer only reports on 
frontrunners. 

You begin PGA Tour Golf 
in the pro shop. If you have a 
game saved, you can load it 
and begin playing immedi¬ 


ately. If not, you can choose 
from a wealth of options to 
get your game started. 

From the Play menu, you 
choose between a practice 
round or a full tournament. 
Alternatively, you can get 
some practice on the driving 
range or the putting green. In 
any event, youhavetochoose 
from computer or human 
players, add your name to the 
list of saved players, decide 

amateur tees, and select which 
clubs you want to keep with 

y ° U The View menu shows 
your scorecard and the leader 
board, as well as tournament 
results when the tourney is 
over. From the Stats menu you 
get details about any saved 
player, including longest 
drive, driving accuracy, aver¬ 


age number of putts per green, 
percentage of holes where par 
was beaten, earnings, and best 
18 holes. Similar stats are 
available for each tourna- 

From the Options menu 
you can select automatic 
overhead views of each hole, 
a view of the ball's lie on the 
course (i.e., whether or not 
if s buried in the rough or sit¬ 
ting deep in a sandtrap), an 
automatic 3-D view of each 
green (absolutely essential), 
and a superb overhead pan of 
the entire hole. Each of these 
views gives you information 
that's extremely useful in 
planning your shots, but they 
do add a bit of time to the 
game. 

Excellent though these 
features are, where PGA Tour 
Golf shines is in its play. There 
are no lengthy screen redraws, 
yet the graphics are very well 
rendered. Your golfer is ani¬ 
mated well, the fairways, 
greens, bunkers, and sand- 


traps are easy to spot, and the 
ball looks like it's flying where 
it's supposed to. Unlike most 
golf games, this one makes 
strong use of the TV camera. 
As the ball begins to land, the 
view shifts immediately to 
where it hits, and as it ap¬ 
proaches the hole, an insert 
appears in the top left comer 
showing the hole and how 
close the ball is to it. 

The putting game is 
handled by a realistic 3-D 
depiction (a separate view) 
that lets you know exactly 
where the hills, slopes, and 
ridges are. On the course, you 
can perform chip shots, punch 
shots, and fringe putts; you 
can "take a mulligan" (take a 
shot over) in practice; you can 
get instant replays of shots; 
and you can even accept the 
fact that you've failed the hole 
and move on to the next one. 
PGA Tour Golf, a game of great 
detail, is excellent. 



By choosing driving 
range in PGA Tour 
Golf, you can practice 
your drives all you 
like — an excellent 


Study this map of the 
carefully. Knowledge 




At each green, you 
can get an overhead 
3-D display. This is 
immensely helpful 
when planning where 


At the start of each 
hole, you can receive 
a fly-by view of the 

you in planning 
strategy for that hole. 












SECRET OF THE 
SILVER BLADE^ 
The stunning sequel 
Pool of Radiance and 
Curse, of the Azure B 


FROZEN TERROR AWAKES! 


Advanced 

Dungeonsj^pragons 


The frigid valleys of the Unwittingly digging in 
Dragonspine Mountains echo unhallowed ground, they 
with the desperate plea of have disturbed an ancient 


terrified miners: "Heroes of 
the Forgotten Realms, save 
us from evil!" 


vault and released its terrible 
content. Scores of horrific 
creatures now infest the 
mine shaft — and threaten to 
escape into the world above! 

You and your heroes must 
find the way to contain this 
scourge. All hope depends 
upon your ability to unravel 
the age-old mysteries sur¬ 
rounding this evil infestation. 

Secret of the Silver Blades 
improves on the award-win¬ 
ning game system used in 
Pool of Radiance and Curse 
of the Azure Bonds. Continue 
your exciting saga in the 
FORGOTTEN REALMS" game 


transfer 
your 
characters from 
Curse or the Azure Bonds. 

Or create all-new characters. 
Either way, explore the largest 
3-D adventuring expanse 
ever in an AD&D® computer 
game. Battle monsters 
you've never before encoun¬ 
tered. Use higher character 
levels, and invoke new, 
wondrous spells. 

All this plus spectacular 
graphics add up to unequalled 
excitement in ADfifD® 
computer fantasy role-playing! 


To receive SSI's complete product IBM 
catalog, send $1.00 to: SSI. 064/128 

675 Almanor Ave., 


STRATEGIC SIMULATIONS, INC. 












Deriving its success from jack 
Nicklaus' Greatest 18 Holes of 
Major Championship Golf, Jack 
Nicklaus' Unlimited Golf and 
Course Design takes the solid 
graphics and gameplay of its 
predecessor and expands 
them to include the ability to 
design actual courses. 

sion is completely natural. 
Jack Nicklaus, after all, is the 
designer of some of the most 
challenging courses in North 
America. To put his name on 
the cover of a game, there¬ 
fore, means paying attention 
to this aspect of his celebrated 
career, and the previous game 
didn't quite do that. Unlimited 
Golf takes care of that over¬ 
sight, and in doing so offers 
something unique in com¬ 
puter gaming: 

Unlike the original Nick¬ 
laus game (see sidebar), in 
which you played individual 
holes from several different 
courses. Unlimited Golf gives 
you two complete Nicklaus- 




designed courses on which to 
master your game. This fea¬ 
ture lets you golf to your 
heart's content on a completed 

thing to edit when it comes to 
designing your own personal 

First, check out the golf¬ 
ing. After studying an over¬ 
head view of the entire course, 
you can choose to play a round 
of golf; change courses or 
opponents; or head to the 
driving range, the practice 
green, or a specific hole you 
wish to practice. You're then 
given information on the 
shape of the course and the 
speed of the greens, as well as 
the weather and wind condi- 

Next, you get a well-ren¬ 
dered overhead view of the 
first hole, and then a screen 


with Jack offering some ad¬ 
vice. Finally, the golfing 
screen itself appears, with a 
shot gauge on the left, an in¬ 
formation window on the 
bottom, and the graphic of 
the golfer and the course. Se¬ 
lect your club, aim your shot, 
then click once on the shot 
gauge to select your power, 
and a second time (as the bar 
descends) to hit the ball. 

Once on the green. Un¬ 
limited Golf surpasses other 
games. A grid (which you can 
turn off) appears over the 
screen; along with the break 
meter at bottom left, this grid 
helps you aim your putt. 
Putting is very difficult in this 
game—the cup seems smaller 
and smaller as the game goes 
on, and proper aiming, as well 
as full knowledge of the green, 
is vital to your success. 

But Unlimited Golfs most 
exciting feature is its elabo¬ 
rate course design module. 
You can edit existing (and 
future) courses, or you can 


design one from scratch. You 
begin by selecting a coastal, 
suburban, or desert plot of 
land, then work with the to¬ 
pography. This full design 
package includes the ability 
to paint background screens 
and choose from among roll¬ 
ing hills, steep rises, gentle 
slopes, and even huge ravines. 

Unlimited Golf will be es¬ 
pecially attractive for players 
who don't want to shell out 
money for course disks. Now, 
instead of waiting for new 
courses, all you need to do is 
add your own. Use your in¬ 
dividual talents, and then 
trade courses with friends to 
see who can make the most 
difficult one of all. 





Before you start 
designing your own 
course from scratch, 
try editing one of the 
















IN 1972 , AN ELITE AIR CORPS 
FLEW OVER VIETNAM. 

FLY WITH THE BRAVE 


Feel the adrenaline kick in as you *-* 
scream doom the carrier runway. 
You’ve up! And so is your squadron 
. ofF-4’.i Now nothing can stop you 
—-Accept the deadly fire from those 
MiG 21’s, SAMs and anti-aircraft 
flak. 

Experience the: 


_ r _ ■ emotion 

and harrowing danger of 
intense air combat over North 
Vietnam in this simulation 
based on Stephen Goonts’best¬ 
selling novel, Flight of the 
Intruder. Authenticated by 
Vietnam pilots who flew in the 
Linebacker 
, | Campaign of 
■S^ 1972, you 

BflB any other 

1 you go to odventure, dongot simulation SO 
ood excitement. jj^g (Jig rea ] 


from multi¬ 
ple missions 
or map out 
your own 
using thef 
mission [_ 


creator. , 
tgpntraL 


eight 

! vmST£ w'pio™ cra f t dur- 

next oHock. ing one 

mission (four A-6 Intruder 
bombers and four F-4 i 


2061 Challenger Dr., Alameda, CA 94501 (415) 522-0107 


fighter interceptors.) 
Switch Worn the A-6 
to F-4 cockpit anytime. 
ll /flMfy-feur dif¬ 
ferent targetlipgju 
vide new challenges 
every time you take 
to the sky. Aerial 
photos 
provide, 
e- 


of the target zones. For contin¬ 
uous challenges, 
choose from 16 \ari- 
ables to determine the 
level of difficulty. Get 
Flight of the Intruder™ 
now and watch for the 
full-length motion pic- 
coming this summer. 

Available lor IBM in CGA, EGA and li-color VGA. 
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This colorful map shows the extent of 
the strategic problem. Each red dragon 
represents an evil army, while a solitary 

good army opposes them. 

maneuverable than the whites. 
Often you can see them behind 
you rather than in front. 

The next mission pits you 
against an acid-slinging black 
dragon, after which you must 
recover some valuable artifacts 
and decide whether or not to 
join the Order of the Sword. 
Later missions put you in 
deadly combat against a host of 




Two white dragons are directly ahead. 
Speed up and catch them , then destroy 
them withyour lance or your dragon's 
breath weapon. 

to polygon shapes; and change 
the many shapes from solid 
polygons to wireframe poly¬ 
gons. 

The game is equally play¬ 
able no matter which graphics 
mode you choose, so there's no 
point hindering your progress 
by selecting graphics that make 
your computer work too hard. 
These options, though, like 




| 





and you must try to do the same 
to them. Each time you bank 
you risk losing speed and alti- 

Your dragon also needs to 
rest occasionally. Gliding 
gradually restores its power 
and also makes your mount 
more maneuverable. You can 
land the dragon, too, but in gen¬ 
eral doing so is not a good idea; 
these beasts don't appreciate 
the physical exertion required 
to take off again. 
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Conquests of Camelot: 
The Search for the Grail 


you in the rose bower. 
Despite her passionate love 
fortauncelot,shehasapure 
love for you and gives you 
an item of protection. 


hey said it n* 

^ rained 'til after 

eight the m< 
ing fog ir 




such at 


And no one is happ'ly-ever-af- 
The once-shining kingdom 

Knight opposes knight, the 
Christian God is weighed 
against the Roman god Mithra, 
and Gwenhyver is in love with 
Arthur's most beloved liege. 
Unless there's a resurgence of 
thelawsofchivalry,Camel ' 


Merlin believes that if the 
Holy Grail—the legendary cup 
Christ used during the Last 
Supper — is found, Camelot 

splendor. King Arthur sent his 
three bravest knights, Gawaine, 
Launcelot, and Galahad, on a 
quest to locate the Grail, but 
none of them returned. Now 
the task is left to Arthur him¬ 
self, who must complete the 
crusade before Camelot falls 


Only in legends are beautiful 
ladies transformed into ugly hags 
by a magic spell. Luckily, you 
don't have to break the news to 


the restored Lady Elayne that 
her beloved knight is dead. 



Conquests of Camelot is 
Christy Marx's first game for 
Sierra. Marx, the author of the 
"Jem" TV cartoon series and 
the "Sisterhood of Steel" comic 
books and graphic novel, 
worked with her husband, 
professional illustrator Peter 
Ledger, to research the Arthu¬ 
rian myths and legends. The 
two took out all the fluff and 
soap opera — Arthur being 
transformed into birdsandfish, 
the Sword in the Stone, 
Mordred's fight for the throne 
—and the result is a game rich 
in atmosphere and detail. Even 
if you grew up reading Morte 
d‘Arthur, Idylls of the King, and 
all the other Arthurian tales, 
you'll learn something new 
while playing Conquests of 


SIR GAWAINE 
AND THE 
BLACK KNIGHT 


As Arthur, your quest begins 
within your own castle. First 
collect mundane items such as 
chain mail and money, then 
concentrate on objects with 

hyver will give you an en¬ 
chanted rose for protection, and 
Merlin has prepared a lode- 

pass. Prepare yourself spiritu¬ 
ally as well as physically; the 
castle has its own chapel, and 
you should spend some time in 
prayer. Don't leave the castle 
withoutaroom-by-roomsearch 

































































































avoid being bitten 
by a rat when you 

where Sir Galahad 
Now you're really 
‘horns'of "a ‘di¬ 


approach the creature without protec¬ 
tion of some kind. Perhaps it's that 
pentacle that keeps him trapped inside 
the sarcophagus. 

Naturally, you find your- 
If in a situation worse than 
e one you left. A final battle 
awaits you in the Temple of 
Aphrodite, but the Saracen — 
though a formidable opponent 
— isn't difficult to defeat if 
you have the knightly virtue 
of patience. When your sword 
strikes him, you can see a flash 


where the blow lands. Keep 
attacking the weakened area 
(while protecting your own 
body, of course), and he will 
soon fall. Forbearance is fun¬ 
damental; quick moves and 
parries only drain your 
strength. 

The Saracen vanquished. 
Aphrodite's spirit appears 
with the final clue you need to 
find the Holy Grail. You've 
saved your kingdom from 
desolation in the nick of time. 


talk to Tamra, the old apple 
seller. Buy a truth apple from 
her, then begin talking to the 
other peddlers. You'll find that 
eachonehasa secret desire for 
an object one of the others can 
provide. Use your bartering 
skills to help each one until 
you finally reach the inn¬ 
keeper. Accept his offer of 
lodging for the night. 

After you've rested, you 
should stroll through the ba¬ 
zaar a final time. You'll finally 
be able to meet lone, the girl 
with the cage of doves you 
saw so many times the day 

to Fatima, who administers a 
final test of wisdom. After 
answeringherquestionsabout 
the six goddesses, you should 
be able to find the entrance to 
the catacombs without further 
ado. 

It's in those dank, rat-in¬ 
fested depths that you find 
Galahad. Though he's at 
death's door, you have the 
power to heal him—possibly 
at the expense of your own 
life. Once the knight is safe, 
complete your search of the 
catacombs. You're looking for 
two things: the statue of Aph¬ 
rodite, and the item which can 
bring that statue to life. 


KING ARTHUR 
AND THE 
LAST CRUSADE 

Aphrodite pro¬ 
vides the plan for 
your escape from 
the catacombs, 
but Merlin pro¬ 
vided the key 
long ago in 
Camelot. Don't 
forget that you 
have his lode- 
stone, the Dark 
Ages' equivalent 
of a Boy Scout 
compass. Using 
it's northward¬ 
pointing needle, 
you can escape 
the moldering 


symbols if you i 




1 were explained to you. 0 
so addled by the heat in the 
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comes with four that are just 
fine. The initial screen tells you 
all you need to begin the story, 
and from then on it's just a 
matter of wandering around 
by pressing the cursor keys. 
As soon as you encounter a 
character, the information box 
asks if you want to fight or run 
away, and choosing options is 
a simple matter of pressing 
the first letter of each com- 



ESP 0 


That essen¬ 
tial interface— 
pressingonekey 
only — is found 
in other areas of 
this game, too. 
When you start 

menu appears 
asking if you 
want to begin a new game or 
continue an old one (you can 
only save one game). Press 
"B" for the first option or "C" 
for the other. When you want 
to save the adventure during 
play, just press "S." Not Ctrl- 
S, or Save in another menu, 
just "S." The game then asks 
you to confirm your decision, 
but it's still very easy. 

Similarly, pressing "Q" 
sends you to DOS (after con¬ 
firming). These are little de¬ 
tails, certainly, but after a very 
short while their efficiency is 
greatly appreciated. 





























































turning to an inn, finding train¬ 
ing grounds, locating an ad¬ 
vancement committee, or other 
frequently difficult tasks. 

In Dragon Wars, an infor¬ 
mation box tells you when a 
character has acquired enough 
experience to advance a level, 
at which point you need only 
press "X" (for experience). You 
use these advancement points 
to increase your attributes 
(strength, dexterity, and so on), 
your skills, or your magical 
abilities. 


Just indicate the skill you 
want changed 
and hit the "+" 
key; if you 
change your 



m°uch e of l °?he 
mines, but there's 
still a long way to 
go- Be careful 
what you do with 


ZmZ}, 


put your added experience to 
work immediately, without 
money or special training; the 
training has been going on as 
you've been adventuring. 

Dragon War's manual 
warns you up front, though, 
that advancement in this game 
is slow. Unlike many role-play¬ 
ing games, in which a 
character's skill levels and hit 
points increase dramatically 
from the start of the game to the 
finish, your party members 
won't grow much in Dragon 
Wars —but they don't have to. 
As you travel, your characters 
find the items and spells neces- 





Mos lets out a 

high Pitched 
shr»iek, 

shattering the 
Hirror. 

1 Gaze Dewon 30' 
appear. 

Hill the party; 
Fight 

Quickly fight 
Advance ahead 


Read paragraph 103, 


’sat a gaze demon is, you should be able to figure c 
hat else would you use but your mirror? 


task is to put these to the best 

When your ad venture be¬ 
gins in the town of Purgatory, 
you have no weapons, money, 
or anything else. Before long, 
you'll find yourself battling 
unsavory characters and, if 
you're an experienced role- 
player, you'll earn weapons 
and loot from these encoun- 

Here, too. Dragon Wars is 
different from other games in 
its genre. Most battles only 
yield a few experience points 
oroccasionallyacoupleofgold 
coins — never useful things 


like weapons, potions, or other 
treasure. Monsters in this game 
don't carry 48-foot semitrail¬ 
ers filled with magical swords, 
gold bullion, and enchanted 
jewelry. In fact, they usually 
don't even carry a wallet. To 
get substantial weaponry, you 
must survive a thrashing in 
the arena, and you'll just have 
to look around for other treas¬ 
ures. Chests, strange though it 
may seem, are hidden in out- 
of-the-way places. 

Each character has five 
attributes: strength, dexterity, 
intelligence, spirit, and power. 
Generally, the last three are 


































These statues look strangely lifelike. Perhaps you should examine them for a clue 


important for spell-casters. 
Power is the most valuable 
quality, since each spell costs 
one or more power points. 
Unfortunately, power points 
don't regenerate automati¬ 
cally. 

Though you may run 
across some magical pools in 
which you can restore your 
health and power, searching 
for caches of dragonstones will 
probably yield better results. 
Since dragonstones are your 
only reliable means of restor¬ 
ing power points, you'll con¬ 
stantly run out of them — 
especially when you start us¬ 
ing healing spells. Like power, 
health is not self-regenerative. 


and healing potions are few 
and far between. 

In other words. Dragon 
Wars is as much about manag¬ 
ing your resources as it is about 
fighting bad guys. You can't 
carry everything youfind,and 
once you discard an item it is 
gone forever, so you have to 
determine early in the game 
which objects you want to use. 

Similarly, casting spells 
can be very effective, but the 
cost is sometimes prohibitive. 
The game is more forgiving 
than most, fortunately, in that 
almost no item is absolutely 
necessary to success (e.g., you 
can lose that magic horn and 
still achieve your goal), but 
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than raw strength, you gain 


the trust of the 



Once in a while, you meet other char¬ 
acters who may he persuaded to join 
yourparty. Their unique skills and at¬ 
tributes could prove invaluable. 


things can still get very har¬ 
ried at times because there's a 
lot to do in Dragon Wars. 

Nine full locations must 
be explored, four types of 
magic must be learned, and 
you must pay close attention 
to the manual if you want to 
understand the plot. But 



friendly, that booting up the 
game for even 30 minutes of 
play at a time is extremely en¬ 
joyable. Some actions are a bit 
too obscure (the bureaucracy 
skill, for instance), but such 
obscurity might be the result 
of trying to keep the game 
system as simple as possible... 
and ease of play is far from the 
norm in the role-playing me- 

Dragon Wars isn't The 
Bard's Tale —it's better. Single- 
handedly, this game has es¬ 
tablished a new way of look¬ 
ing at the Wizardry-Bard's Tale- 
Might and Magic line of role- 
playing games, and that is 
certainly a significant achieve- 
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Hardware requirements: 
512K minimum memory; 
VGA, MCGA, EGA, CGA, or 
Tandy 16-color graphics; 
mouse optional. 



































































































on the third level, at the en¬ 
trance to Dachau. So don't give 
this character any essential 
equipment to carry, or you'll 
find yourself backtracking to 
pick up whatever you may 
have lost. 

Though there are some 
articles that you never need, 
there are others (such as a 
shovel, sledgehammer, or lap¬ 
top computer) that are vital. 
Healing potions and sprays are 
handy to ha ve around, though 
not essential; but fairy dust, 
while quite powerful, has such 
unpredictable effects that it's 
nearly useless. Save it for a last 
resort, since it's as likely to 
turn your party to stone as it is 
to transport you to safety. 

You should also be on the 
lookout for any defensive 
items, such as cloaks, bullet¬ 
proof vests, or demonic 
shields. Many of these can be 
used together to build up your 


Claws and Slashers possess no weapons except for their decidedly deadly claws. If 
possible, avoid fighting them hand-to-hand. 


his is certainly a change for the bet- 
r. In most of the cities you enter, the 
clous and hostile hell guards roll out 


vitesyou to join the hell guards. 
Take him up on his offer — at 
least as far as enrolling in the 
hell guard boot camp. There, 
you not only pick up pointers 
in archery, swordsmanship, 
and lock picking, but you also 
earn better weapons for your 

In addition, there's a 
graveyard in one of the alter¬ 
nate worlds within the boot 
camp you can enter by touch¬ 
ing one of the four tridents 
inside the training field. It's a 
treasure trove of useful articles, 
but only if you remembered to 


eye on your defense rating for 
signs of weakening. Everyone 
in your party should have a 
defense rating of at least 20 for 
any major skirmishes; the 
storming of Capone's strong¬ 
hold is a prime example. 


COME HELL 
OR HIGH WATER 

Even though it seems that 
everyone in hell is out to get 
you, there are actually people 
who can give you valuable 

find another character or how 
to get out of hell. Since even 























TO HELL AND BACK 

The landscape of the nether¬ 
world includes craggy peaks 
and boiling lakes of fire, but 
it's a bit on the monotonous 
side. After a while, one scene 
begins to look like any other. 
For this reason, mapping your 
way is a good habit to develop 
early. You definitely should 
map out the locations of all the 
cities and caves on each level. 


advantage to pinpoint where 
the major monsters abide so 

least make the appropriate 
preparations for an encounter. 

For example, if you're 
packing dark pistols, but you 
know that the monster you're 
about to meet can only attack 
at short range, you might want 
to conserve your pistols and 

caution is necessary because 
all the monsters are reconsti¬ 
tuted every time you save and 
reload the game, so you proba¬ 
bly will have to kill a lot of the 


This brings up another 
important point about Escape 
from Hell: when to save the 
game. Because of the way the 
game is structured, knowing 
when to save is an art to be 
developed if 
you hope to suc¬ 
ceed. Unlike 
games where 
you can save vir¬ 
tually an unlim¬ 
ited number of 
games in prog¬ 
ress, here you 
can only recall 
the last saved game. The first 
timeyousaveagameposesno 
problem; but before saving the 
game again, you should ask 
yourself (much as the game 
doeslifyoureallywanttosave. 
Often, there might be an item 
or a character lost inadver¬ 
tently because you saved your 
latest game over them. 

Something else to remem¬ 
ber when saving is that every 
monster you've killed will be 
resurrected when the game is 
reloaded. Imagine that you 
have just been through a 
bloody battle with nine slime 
monsters, five slashers, and six 
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Knights of Legend 

WILLIAM R. TROTTER 


ith the appear- 

the fantasy 
role-playing 
genre, the 

ittismmmm <l uestion be ' 

: 31^ m comes harder 
and harder to 
* ignore: Has 

this genre exhausted itself? Is it 
a rehashed act that keeps play¬ 
ing to the same shrinking room¬ 
ful of people? Or is it merely the 
soft nature of the PC game 
market that accounts for the 
"new" fantasy role-playing 
games (RPGs) that look as if 
they were designed with 1988's 
audience in mind, not 1990's? 

Consider the problems a 
game designer must face when 
setting out to produce a fantasy 
RPG. The hardcore audience 
must be appeased, so the list of 
basic ingredients cannot vary 
too much from the standard 
Tolkeinian recipe: an arch-vil¬ 
lain with many ores, trolls, 
goblins and what-not in his 
service; a quest whose success¬ 
ful completion will thwart the 
Evil One's Plans; a questing 
party comprised of various 
human and non-human types; 
a combat system; a list o'spells; 

Therefore, when a game 
like Origin's Knights of Legend 
comes along, a reviewer can 
only focus on the wrinkles that 
make the game look or play 
slightly different from the oth¬ 
ers in its genre. At this point in 
the history of computer gam¬ 
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When creating characters, study the 
various classes and the weapons with 
which they are proficient. To succeed, 
questing parties need variety and lots 
of firepower. 



ing, you can take it for granted 
that almost any fantasy RPG 
that makes it to store shelves 
has got to be a good game, in 
the sense that it fulfills the basic 
expectations of a large and fairly 
stable audience—even if those 
very expectations work against 
its being a truly original game. 

There's no question about 
it: Knights of Legend is a very 
good fantasy RPG. Even though 
it, too, never really departs from 



Visit the armorer's shop to invest in 
some protection. Your money should 
usually he spent on trainingandmagic 
rather than fancy armor. Cuirbolli 
armor offers the best compromise be¬ 
tween initial cost, weight, and protec¬ 
tive classic formulas, it plays on 
the sword-and-sorcery themes 
with such virtuosity that vet¬ 
eran players will find it satisfy¬ 
ing, and newcomers to the 
genre will find it compelling. 

QUESTING FOR THE 
DAY TRIPPER 

Part of the game's power (and 
all of its idiosyncracies) are the 
result of its being composed by 


a single designer, Todd Mitch¬ 
ell Porter, who spenteightyears 
perfecting it. The detail, consis¬ 
tency, and fine-grained texture 
of the game do indeed bespeak 
of a passionate and very per¬ 
sonal vision. 

Clearly, one of Porter's 
priorities was to design a huge 
and challenging game while 
devising for it a player-inter- 
face that was elegant, intui¬ 
tively easy to use, and didn't 
clutter the screen with lists of 
commands and statistics. As 
vast as Knights of Legend is (even 
experienced gamers should 
plan on investing more than 
100 hours to explore the land of 
Ashtalarea—even without any 
of the add-on realm modules 
yet to come), its icon-driven 
interface is clean, sweet, and 
blessedly simple to learn. 

Does one of your charac¬ 
ters need to eat? Just point your 
mouse and click on an open 
mouth icon. Time to get some 
shut-eye? Just point and click 
on a bed symbol. Need to ex¬ 
amine the wares at an armoreri s 
shop? Click on an eyeball. 
Thanks to Origin's clear, well- 
illustrated documentation, it 
doesn't take long to figure out 
all the necessary mechanics. 

Having banished all those 
wordy lists of commands and 
stats. Porter has filled most of 
the screen with some of the 
lushest EGA graphics you'll 
ever see. The overhead views 
of towns feature sharp textures 
(leafy trees, gravel paths, 
woven thatch, dressed stone- 














portant actions harder to 
perform, than is necessary — 

text of the game. Experi¬ 
enced RPG-players have 
learned to take this kind of 
thing in stride (and to Porter's 
credit, he at least keeps the 
dungeon-mapping to a mini¬ 
mi), but newcomers to the 
genre may well gnash their 
teeth in frustration. 

On one hand, the inter¬ 
mediate and advanced levels 
re designed to incorporate a 
number of mini-quests — 
adventures of limited scope, 
each self-contained and full of 
particular perils, that are de¬ 
signed to be playable in a single 
intense session. Players whose 
real world responsibilities 
make round-the-clock quest¬ 
ing impractical will be grate- 

And yet, getting started 
i some of those quests is very 
tricky. Once you've talked to 
everyone in a given locality, 
it's pretty obvious which char¬ 
acters can send you on a quest 
and which are just there for 
window-dressing, atmos- 


work, and on and on), crisp 
shadows that give a pleasing 
sense of perspective, and rich 
architectural details. Closeup 
portraits of humans and mon¬ 
sters areall full of vibrant per¬ 
sonality. 

For the creation and 
equipping of your characters, 
Knights of Legend provides 
outstanding flexibility and 
detail. There are 37 different 
classes of characters, sorite 30 
types of weaponry, and nine 
classes of armor. You can mix 
and match, specialise or di¬ 
versify, trade or experiment. 
You can also take any item 


you're carrying and convert it 
to cash when necessity or strat¬ 
egy requires it. And one of the 
game's nicest little "extras" is 
a sub-program that lets you 
customize the colors of the 
characters' garments or the 
heraldic design of their shields. 

THE KNIGHTS CODE 

As for the game's overall phi¬ 
losophy, it is generally very 
player-friendly, but there are 
times when Porter, following 
the time-honored traditions of 
the genre, tries to out-clever 
the player by making basic 
goals harder to achieve, and 





















































recommended option). Your 
combinations naturally effect 
the outcome. It makes little 
sense, for example, to aim a 
head shot at a giant, or a low 
blow at a squat little troll. Like¬ 
wise, it's all but pointless to 
hack with a spear or stab with 


As the battle progresses, 
generic silhouettes on the left 
side of the screen show accu¬ 
mulated damage sustained by 
each combatant. A single cut 
appears as a thin red line; a 
massive blow 
shows up a: 



;ar; the only 
way that fighter can continue 
istodropbackandclickonthe 
Rest icon until some strength 


remember to click on the Un¬ 
sheathe icon before commenc¬ 
ing battle — otherwise, you'll 
find yourself armed with noth¬ 
ing but your fists (better than 
nothing! Astrongcharacter can 
sometimes beat a smaller or 
wounded monster to death 
with bare hands alone), and 
the game won't let you draw a 
weapon once the fighting starts 
— unless, for some peculiar 

when the fight started, then 
tucked it away to blow your 
nose or something. Nor, rather 
perversely, will it allow an 
archer who runs out of arrows 
to pick up a weapon dropped 
by an unconscious comrade, 
even though that weapon is 
right underfoot. 

There are also no terrain 
features to use to your advan¬ 
tage, no hills or streams to give 
you a defensive advantage 
when ambushed by superior 
numbers of foes. The only ter- 























rain features of any kind are 
the stylized trees, and there 
doesn't seem to be any coher¬ 
ent pattern to them. Some trees 
give you cover and block 
movement; others have abso¬ 
lutely no effect on game play. 

You'll soon learn which 
category of monsters can be 
tackled with weapons alone 
and which cannot be defeated 
without powerful magic (in 
general, you can probably 
handle humans, elementals, 
and the undead; stay away 
from trolls, ogres, and giants 
until you have specific magic 
against them — unless, of 
course, you outnumber them 
three to one). The Unsheath 
and Sheath commands seem 
nit-picky since they come natu¬ 
rally to rational beings. Fail¬ 
ure to Sheath weapons, how¬ 



ever, means that if you try to 
flee from powerful monsters, 
you'll lose most, if not all, of 
your weapons. 

Another quirk in the 
combat system is that no mat¬ 
ter how many hundreds of 
battles your characters win, 
they cannot become better 
warriors through experience. 
Instead, they must save up 
hundreds of gold pieces and 
experience points if they need 
to become more proficient in 
their chosen weapons, and 
make repeated journeys to 
"training schools" where, for 
an exorbitant fee, they can take 
lessons and gain a miserable 

Most enigmatic of all, 
however, is the proper use of 
your Kelden characters. The 
Kelden are the only half-way 





original non-human characters 
you can add to your party, and 
by all logic, you should be able 
to use them in combat as tacti¬ 
cal air support. They are, after 
all, big, swift, intelligent, and 
very strong. Yet, if you try to 
fly them behind the enemy and 


have them shoot arrows or 
hack with their swords while 
airborne, the results, while not 
always futile, are usually pa¬ 
thetic. (All that wingspan, and 
the guys can't even hover?) 

Whatever Porter's logic 
ay have been, you'd proba¬ 
bly do better to use the Kelden 
as flying diversions — espe¬ 
cially if the en¬ 
emy is armed 
with bows—and 
just hope that 
they get the odd 
lucky hit while 
they're drawing 
fire. To be fair 
about it, the 
Kelden do come 
inhandyonsomeofthe quests, 
but you ought to be able to do 
are with them in combat. 

But for all its idiosyncra- 
!s, some of them endearing, 
others infuriating, Knights of 
Legend creates an engrossing 
fantasy-world experience and 
displays graphics that put most 
of the genre to shame. Porter 
and Origin have graced an 
overcrowded genre with a 
remarkable game, one that is 
sure to satisfy veteran role- 
players and probably make 
hopeless addicts out of the 

hearted newcomers. 
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Hardware requirements: 
364K miminum memory; 
EGA, CGA, or Tandy 16- 
coior graphics; mouse rec¬ 
ommended. 


Victory brings adventure points and booty, but usually not much gold. You get 
that by selling the booty in town. 
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Sid Meier's 
Railroad Tycoon 
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BALANCE OF THE 
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PRINCE OF 



princess — literally. W 
spumed the advances 
Grand Vizier, Jaffar, he 
ped her and placed 1 
room where she mus 
the grains of sand tha 


hourglass. 

Jaffar has alread 
the throne of Persia 
princess' father, and 
means to complete hi 
by possessing what 
sultan valued mos 
2r. She has or 





I W the young adventurer, met the 
c e s^s lovely princess. Then, as now, 

:es „°( your lives would forever be 
intertwined. But you never 
temust suspected the lengths to which 
to his Jaffar would go to possess her 
rsuffer _ until Jaffabs men threw you 
irnble ; nt0 the en dless dungeon be- 

Broderbund's Prince of 
Persia gives you the choice of 
rotting away in the dungeon 
while Jaffar terroriz 
cess, or doing so 
it. As the action t 
have discovered a 
your chib but not! 


of how to escape or 
may encounter aroui 

The dungeon is 
all sorts of hidden 
puzzles designed t( 
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Each game-turn represents 
one week of real time, so if you 
begin one of the campaign sce¬ 
narios, don't expect to finish it 
the same day (or even the same 

The unit symbols represent 
corps, but a couple of simple 
keystrokes let you go as deep 
into the organizational levels 
as you want, to examine the 
experience, readiness, and 
equipage of individual battal¬ 
ions. A similarly "layered" 
approach has been used to 
show combat results: You can 
get a strategic read-out, which 
tells simply the net result in 
win-lose-or-draw fashion, or 
you can access reports down to 
the level of how many tanks. 



It's easy to access detailed 


division looks ready to go and can 
be expected to perform well in 
battle. 

planes and gun batteries were 
involved and lost. The games 
speed by much faster at the 
former level, but few gamers 
will be able to resist watching a 
crucial battle develop as each 
division reports its losses or 
gains. 


you can also set replacement 
levels for each headquarters 
(and if you're playing on the 
German side, you'd do well to 
crank those up to 100 percent) 
and transfer divisions from the 
Italian or Western fronts. Don't 
overdo the latter, however. We 


tried gutting the reserves in 
France and Italy and massing 
about ten new corps for an all- 
or-nothing offensive on the 
Stalingrad front and succeeded 
in taking Stalingrad all right, 
only to have the computer in¬ 
form us that the Allies had just 
staged a landing in France 
about two years ahead of D- 

There are many, many 
options with which you can 
tinker to give your chosen side 
an extra edge when and where 
it's needed, but the program 
won't allow you to distort his¬ 
tory by giving Hitler jet aircraft 
two years early or Tiger tanks 
in 1941. You can do anything 
that was feasible according to 
the resources and technology 
available at the time, but you 
can't indulge in science fiction. 

For instance: Hitler in¬ 
sisted that the Messerschmitt 
Bf-109 remain in production 
long after it should have been 
replaced by the better-armed 
and more durable Focke-Wolfe 
190, due solely to the political 
influence of Willy Messer¬ 
schmitt. If you elect to run the 
German war effort, one of your 
first strategic decisions should 
be to take your Messerschmitt 
plants off-line and retool them 
for Fw-190s, then start upgrad¬ 
ing your fighter squadrons as 
soon as you can (and don't 
forget the Romanian and Finn¬ 
ish squadrons, who begin the 
war with obsolescent Fokkers 
and G-50s). Do this, and tacti¬ 
cal air supremacy is virtually 
assured for the first two years. 

Hitting the Alt-P key dis¬ 
plays the current Replacement 
Pool, showing a tally of all new 
and repaired tanks and planes 
available during a given turn. 
Make a habit of upgrading the 

the small tank-hunter and self- 



By placing the cursor over an HQ 
unit, you can mount powerful air 
attacks against tactical or strategic 
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propelled gun battalions at¬ 
tached to your infantry divi¬ 
sions. For the German com¬ 
mander, such attention to de¬ 
tail can spell the difference be¬ 
tween holding on through the 
winter and being shattered by 
the repeated sledgehammer 
blows of the Red Army. 

The graphics in Second 
Front are as handsome as the 
game-system is elegant. When 
the autumn rains come, the map 
turns a soggy brown; when 

all lakes and riv- 

and white shad¬ 
ing appears on 
the land. And 
when the dread- 
edblizzardof'41 
strikes, the en- 



denly and dramatically appears 
to be covered with ice crystals. 

Formidable in its depth, 
beautiful in its presentation, 
utterly spellbinding as a game¬ 
playing experience. Second 
Front is one of the best war 
games ever published for home 
computers. And it is, without 
question, the big Eastern Front 
game a lot of people have been 
waiting for. 


November 8, 
1942: Operation 

a dramatic turn 

to mention a 
drastic rear¬ 
rangement of 


Hardware requirements: 
640K minimum memory for 
EGA graphics; 512K for CGA 
graphics. 
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SKI OR DIE 


ARLAN LEVITAN 






























areabithairy,butthey're worth 
the extra points if you can 
master them. 

Ski or Die is, in some re¬ 
spects, a "formula" game. It's 
basic format is markedly simi¬ 
lar to other multi-event diver¬ 
sions released by Electronic 
Arts and its competitors. 
However, it has a number of 
niceties that help make it stand 
out from the crowd. The 
program's EGA and Tandy 
graphics are extremely well 
rendered, and the designers' 
sense of humor often adds a 
pleasing touch of whimsy. 

Both the joystick and key¬ 
board interface are logical and 
responsive, and none of the 
events require razor-quick re¬ 
flexes for satisfying success. 
Support for the AdLib and 
Roland MT-32 sound options 
is outstanding, making use of 
advanced sound capabilities in 
all of the events, as well as for 
the game's catchy theme. 

If you're tired of the same 
old hot summer games and 
need to cool off for a week or 
two, head for the slopes with 
Rodney and chill out with Ski 

GP 


You'll know that you've 
gained enough velocity when 
you can catch a glimpse of the 
USS Enterprise at the apex of 
your airborne trajectory. Once 
you've got the basic moves 
down, concentrate on the more 
difficult (and valuable) stunts, 
paying special attention to 
avoid jerking the joys tickwhen 
making transitions between 
feats. Smooth movements re¬ 
sult in higher scores from the 
judges. 

For the Innertube Thrash, 
you and an opponent hop into 
oversized inflatable rubber 
donuts and bounce helter-skel¬ 
ter down a slick glacier face. 
While impeding the other guy's 
progress may be emotionally 
satisfying, give him a wide 
berth when possible and con¬ 
centrate on getting to the bot¬ 
tom of the course first to earn a 
cool one thousand points. 

The more hot air in your 
tube, the faster you'll go, and 
when running over patches and 
bumps in your path turn up the 
pressure. Bouncing your oppo¬ 
nent into mouse and bear traps 
deflate more than his ego, or, 
for the more direct approach, 
pick up a pocket knife and be 
prepared leave it as a present in 
someone else's sidewall. 

Now that you're all rested 


up from lying on your back, 
hop in a chopper and get 
dropped (or is that dumped?) 
at the summit of Mount Rod¬ 
ney for the Downhill Blitz, a 
no-holds barred freestyle sla¬ 
lom down the face of the moun- 
tain. Take it slow for your first 
practice rounds and study the 
layout of the course carefully. 
Finishing the event without 
wiping out is worth another 
thousand points, so learn to stay 
upright before attempting any 
stunts while jumpingoff ridges 
or onto chalet roofs. Tricks 
during jumps from cliff edges 
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In-Thrash 


it only if it doesn't 
takeyou too far out of 
your way . 


Hardware requirements: 
384K minimum memory; 
EGA, CGA, or Tandy 16-color 
graphics; joystick optional; 
supports sound boards. 
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LES MANLEY: HERO FOR THE 90S? 



ccolade has taken a 
big plunge into what it calls 
animated adventures. Heading 
their list is Les Manley in: Search 
for the King. In this game, you 
play a meek nerd who works 
for the lowest-rated TV station 
in town. He sets out to win $1 
million in a contest to be the 
first to find, then identify the 
King—the world's most popu¬ 
lar and elusive entertainer. 

Though the predicaments 
which confront Les are rather 
ordinary, he's just dweeb 
enough to find a bizarre, screw¬ 
ball solution for each crisis. 

A more otherworldly tack 
is taken in Altered Destiny, 
Accolade's new sci-fi role-play¬ 
ing game designed by well- 
known science fiction author 
Michael Berlyn. 

A well-meaning yuppie 
management type sits down 
with his girlfriend to watch a 
film festival on TV and gets 
sucked through the tube into a 
fantastic alternate world inhab¬ 
ited by strange life forms and 


outlandish characters. Altered 
Destiny promises to be visually 
striking and is filled with graph¬ 
ics-based puzzles and brain- 

On a more down-to-earth 
level. Accolade is planning a 
September release for a com¬ 


puterized version of the 
classic board game Stratego. 
This version features five 
levels of difficulty and a rich 
array of customized battle¬ 
fields. 


SAIL WITH MAGELLAN IN GALLEONS OF GLORY 



Galleons of Glory 


* JF ma y inmk you know 
tlljpMagellan's goal was when 
hfpndertook the first circum¬ 
navigation of the globe, but in 
this new two-fisted simulation 
from Broderbund (based ii 
part upon records kept by 
members of Magellan's crew), 
you'll find a new dimension of 
intrigue and challenge. 

Galleons of Glory puts you 
in the explorer's boots with a 
crew of mutinous sea dogs and 
a secret agenda from the king. 
Maybe you can handle the crew. 


but what about the storms, the 
outbreaks of scurvy, and the 
Portuguese spies? 

Sure to be popular with 
fans of the best-selling board 
game is Broderbund's com¬ 
puter version of Pictionary, in 
which players guess at words 
sketched by the computer or by 
other players. An easy-to-use 
paint program makes it fast and 
simple to create sketches with 
your computer. 
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GRAB YOUR 
SUNSCREEN 
FOR MORE CALI¬ 
FORNIA GAMES 

he sun never sets on 
Ciffffornia Games. A sequel to 
the popular Epyx game is 
scheduled to ship in Septem¬ 
ber. 

A fifth event has been 
added to California Games II for 
even more sun-bronzed enjoy¬ 
ment. You can now choose from 
snowboarding, jet ski racing, 
bodyboarding, skateboarding, 
and hang gliding. 

In August, Epyx will re¬ 
lease a boxed set of its Games 
series. Included in the package 
will be Winter Games, Summer 
Games II, World Games, and Cali¬ 
fornia Games. 


THE SPIRIT OF 
EXCALIBUR LIVES! 

he first in a syner¬ 
gistic game series (games in 
which characters created in 
one game can be used inter¬ 
changeably in others) from 
Virgin Mastertronic, Spirit of 
Excalibur combines all the tra¬ 
ditional sweep and depth of 
the best fantasy role-playing 
games with optional arcade- 
style control over individual 
knights and wizards — all 
within a framework of grand 
strategy. 

Scheduled for a fourth- 
quarter release is Quasar, an 
epic-scale game of galactic 
exploration, resource man¬ 
agement, and conquest. This 
game even lets you "ter¬ 
raform" entire planets to suit 
your strategic needs. Your 
ultimate objective: to take by 
force an enemy planet on the 
far side of the galaxy. 



“X” MARKS THE 
SPOT 

ucasfilm's new 
graphic adventure. The Secret 
ofMonkeylsland, takes a light¬ 
hearted and salty romp 
through the swashbuckling 
days of the Spanish Main. 
Arrive with the hapless hero 
at the smarmy port of Melee, 
equipped with high hopes, 
insatiable curiosity, blessed 
naivete... and no money. 

At the heart of this game 
are a number of hugely en¬ 
tertaining puzzles. The player 
must unravel hidden mean¬ 
ings from conversations 
loaded with double-en¬ 
tendres and lethal one-liners. 
The game play and complex¬ 
ity are said to be on about the 
same level as Maniac Man¬ 


sion, but the graphics should be 
much more sophisticated. This 
is the first Lucasfilm game to 
make use of proportional scale 
in character animation, a proc¬ 
ess which adds subtle (yet sig¬ 
nificant) realism to the look of 
the game. 
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"POKER SHOWDOWN, A VIDEOGAME OF HIGH 
TENSION AND REALISM' 

-The Wall Street Journal, March 15,1990, page 1 

• Play against people worldwide and chat 
while you play 

• Amass a fortune in “computer chips” 

• 5-card-stud, 5-card-draw, 7-card-stud, 

Texas hold’em, and straight poker 

• Robot players ensure that all tables have an 
optimal number of participants 



premier online information service. 

Join now for only $9.95 and enjoy your first hour for FREE! 
Additional time is as little as $4.80/hour. With your computer and modem: 

• Dial 1-800-365-4636 

• At Username: type JOINDELPHI 

• At Password: type POKER 


DELPHI 


100% Guaranteed. DELPHI will gladly refund your membership fee if you are not delighted. 





















n response to the over¬ 
whelmingly favorable recep¬ 
tion given to Papulous, Elec¬ 
tronic Arts is releasing an even 
more richly detailed sequel 
entitled Pouiermonger. When the 
game begins, you arrive on an 
uncharted world (there are 
hundreds contained in the 
program) at the head of your 
tribe. 

The situation is essentially 
peaceful at first, but powerful 
enemies are massing just over 
the horizon. You must decide 
whether to negotiate, wage war, 
or ally yourself with the vari¬ 
ous leaders of this new land, all 
of whom have their own per¬ 
sonalities and character traits. 

These are dynamic worlds, 
where the inhabitants react on 
their own, go about their daily 
business, and intelligently in¬ 
teract with you and the rival 
forces trying to control their 


If ruling an entire world 
doesn't appeal to you, how 
about attacking a country in¬ 
stead? 

Show Soviet President 
Gorbachev how grateful you 
are for all he's done to break 
down the Iron Curtain by en¬ 
listing in the Red Air Force and 
blowing the kvass out of as¬ 
sorted reactionaries, terrorists. 


and Tsarist fanatics. 

As an elite Soviet pilot 
maneuvering the tough and 
versatile SU-25 "FrogfoOt," 
you’ll fly secret missions for 
Gorby himself. Electronic Arts 
has based Gorbachev's Ace on 
the same engine as LHX At- 
tack Chopper, but has improved 
the graphics and added a 
number of new features. 


HARPOON FANS REJOICE! 
THE SCENARIO EDITOR IS HERE 


consumer versio 
t]»*ne in-house program 
design the game Har¬ 
poon has just been released by 
Three-Sixty Software. TheHar- 
poon Scenario Editor uses the 
same graphic interface as the 
Harpoon master program, and 
gives the user complete control 
over every variable in every 
scenario: geographical location 
of units, weapons, air ass ' 


can check their custom bat- 
tlesets against a built-in pro¬ 
gram analyzer, which makes 
sure all the ingredients for a 
playable scenario are present. 

Three-Sixty is also re¬ 
leasing Sands of Time, a World 
War II North Africa tank simu¬ 
lation. A popular wargame for 
the Macintosh, Sands of Time 
lets you choose from among 
six different historic desert 
battles, from Tobruk to Kas- 
sering Pass. 


A TOM CLANCY 
BLOCKBUSTER 
FROM CAPSTONE 


■ esigned in close coop- 
with author Tom 
Capstone Enter- 
Fs The Cardinal of the 
Kremlin immerses the game 
player in a riveting high-tech 
saga of spies and scientists. 
While you strive to make a sys¬ 
tem of anti-missile lasers op¬ 
erational, you're beset by es¬ 
pionage and misinformation, by 
kidnappers and unexpected 
political upheavals. You must 
learn to run a spy network, 
monitor peace negotiations, and 
deal with third-world terror¬ 
ists in this simulated thriller. 
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THE CASE FOR 
SPACE ACE 


fB { you were impressed by 


ROGER WILCO: NOT OVER, NOTOUT 



!?s~ 



"WORLD OF 
ULTIMA" 
UNVEILED 
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FACES: A NEW 
COUNTENANCE 
FOR TETRIS 


n a marketing double¬ 
whammy, Spectrum HoloByte 
recently released two high-pro¬ 
file games, each about as differ¬ 
ent from the other as you could 
imagine. 

Faces (Tris III) is the latest 
brain-teasing challenge from 
Alexey Pajitnov, the whimsical 
Soviet who addicted millions 
with the earlier "tris" games. 
Tetris and Welltris. In this new 
game, the object is to stack fall¬ 
ing face segments so that they 
end up resembling the complete 
faces of the famous and not-so- 
famous. As in Tetris, you move 
the chins, lips, noses, eyes, and 
crowns to the left or right as they 
fall. The mistakes can be hilari¬ 
ous — Sitting Bull's nose looks 
pretty strange sitting on Abra¬ 


AMADO 



tjjf you thrive on brain-teas- 
ijf puzzles, take a look at 
fUjfiado, a game of colors and 
spatial relationships designed 
and marketed by Yong Choi of 
Toledo, Ohio. 

The starting point for this 
game is one of more than a 
hundred computer generated 
and colored patterns. After 
studying how the figure is 
supposed to look, the player 
must take a scrambled version 
and reassemble it to match the 
original. 

Each box within a pattern 
is colored red, blue, or yellow. 
By moving a box-shaped cur¬ 
sor between two differently 


colored boxes, you change the 
color of thedestinationbox into 
the third color. If you move 
between two boxes of the same 
color, no change occurs. 

The concept behind Amado 
is fairly elementary, but arrang¬ 
ing the correct permutations of 
color within the time limit 
proves to be quite challenging. 
The price is right: $15 plus $2 
shipping and handling gets you 
a registered copy and the in¬ 
structions. If you're the kind of 
game player who enjoyed 
Rubick's Cube, check out 
Amfldobywritingto:YongChoi; 
P.O. Box 17896; Toledo, Ohio, 
43617. 


ham Lincoln's chin. 

Riding the publicity wave 
for the summer movie of the 
same name (starring Brad 
Johnson, Willem Dafoe, and 
Danny Glover) comes the PC 
version of Flight of the Intruder. 
This simulator puts you in the 
cockpit of a Navy A-6 intruder 
(or an F-4 Phantom), and lets 
you fly multiple missions over 
North Vietnam in 1972. 

One interesting wrinkle: 
You can choose the role of 
mission commander and take 
charge of the whole show — 
target selection, ordinance 
stores, navigational waypoints, 
and so on — then jump from 
cockpit to cockpit in order to 
observe the whole attack. 


RACE THROUGH 
DAYS OF 
THUNDER 

om Cruise doesn't 
come with the box, but all the 
other excitement of Para¬ 
mount's movie can be found 
in Days of Thunder horn Mind- 
scape. The action-packed 
stock car simulation follows a 
race car driver from the bot¬ 
tom rung as he climbs the 
ladder of success on the NAS¬ 
CAR circuit. 

Also from Mindscape is 
Chris Crawford's latest game. 
In Global Dilemma — Guns or 
Butter, you start as a ruler of a 
small country with an ambi¬ 
tious eye set on conquering 
the whole continent. You must 
collect weapons, organize 
troops, and allocate resources 
between military production 
(guns) and domestic goods 
(butter). Once your supplies 
have been built, you must de¬ 
cide when and where to de¬ 
ploy troops, and whether or 
notto form alhanceswith other 
countries. 
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WILL JAKE MASTERS BE THE NEW 
JAMES BOND? 


FRODOS 

ADVENTURES 

OONTINUE 


ynamix is betting 
that its new hero, Jake Mas¬ 
ters, is going to take PCs by 
storm. In his first adventure. 
Heart of China, the 1930s hero 
travels to revolutionary China 
to battle diabolic enemies and 
woo gorgeous women. Strik¬ 
ing VGA graphics combine 
with complex character inter¬ 
action and puzzle-solving to 
form a high-action, high-ve¬ 
locity, high-tension adven- 

The same great graphics 
canbe found in other Dynamix 



Heart of China 


titles, including Red Baron, a 
World War I flight simulator; 
Rise of the Dragon, a futuristic 
private-eye adventure; and 
Stellar 7, an updated version of 
the classic arcade game. 


SttS3 he saga of Middle 
Ejglh proceeds with Interplay's 
iMd of the Rings. The familiar 
and much-loved tale by J.R.R. 
Tolkein again follows the ad¬ 
ventures of 
Frodo. This 
time the Hobbit 
is one of several 
different races 
in Middle Earth 
competing for 
ownership of 
the all-power¬ 
ful rings. If the 
rings fall into the hands of evil. 
Middle Earth will be destroy ed. 



■ 


SPORTS GAMES 
ADDED 
TO MVP LINE 

ata East is keeping 
the ball rolling with its line of 
MVP sports simulations. 
Added to the list of titles is Bo 
Does Baseball, one of the first 
computer sports simulations 
to use real time, on-line sports 
statistics. Using a modem to 
access data from the USATo- 
day Sports Center, players can 
put Bo Jackson in actual game 
situations using current pro¬ 
fessional league statistics. 

The Dream Team: 3 on 3 
Challenge features all-pro bas¬ 
ketball players Patrick Ewing, 
Dominique Wilkins, and 
James Worthy in a fast-paced, 
challenging game. The Dream 
Team also uses on-line sports 
statistics. 

Data East is also offering 
an updated version of ABC 
Monday Night Football. The 
new simulation has an en¬ 
hanced user interface, im¬ 
proved statistics, better 
sound, and VGA color graph- 



{not for use with mit 

Ask for a list of supporting games. Covox has been manufacturing sound products since law. 

ONLY $99.95 (plus shipping) 

ORDER BY PHONE: Call (503) 342-1271 (8-5 PST) and have your VISA/MasterCard ready. Shipping cost 
is $5 per order, or $8 for fast 2nd day air delivery. Most phone orders processed within 2 working days. Sorry, 
— accepted. If ordering by mail, allow two weeks for personal checks to clear. 30 day rer ■- 


COVOX INC. 




















A SUMMER FOR WEIRD DREAMS 



ith a plot right out of a 
psychological thriller. Weird 
Dreams, a new release from 
MicroProse, might be one of 
the more interesting games of 
the summer. 

In it, you travel inside the 
mind of a hospital patient 
undergoing surgery. While the 
patient is under the anesthetic, 
you'll encounter man-eating 
rose bushes, giant insects, a 
demonic soccer ball (great for 
U.S. fans still upset over the 
World Cup) — even a person 
trapped inside a cotton candy 
machine. Your reactions to the 
things you see directly affect 
the health of the hapless pa¬ 
tient. MicroProse describes 
Weird Dreams as a computer¬ 
ized ink blot test. 

MicroProse takes you from 
the operating room to the pool 
hall with its upcoming Sharkey's 
3-D Pool, a billiards simulation 
that features eight-ball, nine- 
ball, rotation, or 14.1 continu¬ 
ous tournaments. Or if flying is 
more your speed, try Knights of 
the Sky, a World War I aerial 
combat game in which you can 
play a U.S., British, or French 
flying ace bent on shooting 


down as many Germans as 
possible. 

Under its MicroPlay label, 
MicroProse plans a summer 
release for the long-awaited 
Universal Military Simulator II. 
This second wargame construc¬ 
tion kit allows players to simu¬ 
late historic battles exactly, 
modify them, or invent fantasy 
battles. UMSII even includes a 
Planet Editor so you can invent 
whole worlds as well as entire 
combats. 

And new releases are also 
scheduled for another Micro¬ 
Prose division. Paragon. One 
of its new games should be 
familiar to board game fans. 
MegaTraveller 1: The Zhodani 
Conspiracy is based on the role¬ 


playing series by the Game 
Designers' Workshop. Play¬ 
ers build a five-character team 
capable of handling spacer 
ships and space creatures in 
the realm of the Imperium. 

Space 1889 is another sci¬ 
ence-fiction adventure from 
Paragon. Using the concept of 
space travel as it was imag¬ 
ined by Thomas Edison, Jules 
Verne, and H.G. Wells, you 
play a Brit who gets the chance 
to compete with a computer¬ 
generated party to excavate 
forKingTut'stomb.ButEgypt 
is only the first stop in an 
adventure that will eventu¬ 
ally take you to the moon. 
Mars, and Venus. 

Finally, Paragon is releas¬ 
ing The Punisher as a follow¬ 
up to its Dr. Doom's Revenge 
and X-Men comic book ad¬ 
ventures. Based on the Mar¬ 
vel Comics character, the Pun¬ 
isher is a vigilante who won't 
rest until he has revenge on 
the men who killed his fam¬ 
ily. No superhero, the Pun¬ 
isher uses extraordinary 
weaponry to fight crime. And 
there's a lot of crime-fighting 
to be done in New York City 
— players can choose from 
more than 100 missions. 






















ROLE PLAYERS 
CAN FREE 
DRAGON CONTI¬ 
NENT 


• ew World Comput¬ 
ing; thecompanythatproduces 
the Might & Magic games, has 
another alliterative adventure 
for its fans. In Tunnels & Trolls, 
your adventurers are trying to 
locate the great wizard Khazan, 
who was imprisoned by 
Leotra'hh, the Dark Empress. 
Only by freeing the wizard can 
you save the Dragon Continent 
from Leotra'hh's clutches. 

Like traditional role-play¬ 
ing games. Tunnels & Trolls 
boasts dozens of magic spells 
and monsters. Your character 
can be either a warrior, wizard, 
or rogue. The game system is 
extremely easy to learn, and 
the text more detailed and 
descriptive than almost any 
other game in the genre. 


WALK LIKE AN EGYPTIAN 



I indoutwhatancient 
Egypt was really like with the 
cultural simulation Day of the 
Pharaoh from Taito. As a 
lowly peasant, your goal is to 
become ruler of Egypt by es¬ 
tablishing trade and building 
ships. You must balance mat¬ 
ters of war with those of reli¬ 
gion, and decide whether to 
concentrateonbuilding pyra¬ 
mids or a harem. 

One of the most popular 
arcade games, Rastan, is also 
coming to PCs from Taito. 
The game is set in the ancient 
land of Lograth, where young 
Rastan must destroy the sin¬ 
ister creatures who prey on 
his people. His quest takes 
him to four castles ruled by 
the Castle King's Lords of 
Destruction. 


Other Taito titles include 
Castle Master, a graphic 
adventure; Puzznic, a puzzle 
game in which you match 
puzzles pieces with geometric 
shapes; and Rambo III, based 
on the 1988 movie, in which 
you must free a U.S. colonel 
from a fortress in Afghanistan. 
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WONDERFUL WORLD OF DISNEY REACHES PCS 



MORE LIFE & DEATH DECISIONS 




































SU .PEL.NES G U.DEU M ES S U,DELVES 



Okeefadoki Swamp, the 
Whatsamatterhom, and other 
exotic locales to collect treas¬ 
ure. Luckily, Scrooge has the 
help of Launchpad and his 
nephews! 

Aimed at children 2-5, 


Disney's line of education 
games make learning more fun 
than should be legal. Preschool¬ 
ers can learn the alphabet with 
A Day at the Fair and Donald's 
Alphabet Chase; learn to count 
with The Big Surprise Party; or 



learn colors and shapes with 
The Dazzling Magic Show and 
Goofy's Railway Express. Other 
games include Mickey's Cross¬ 
word Puzzle Maker (for children 
5-8), which uses Disney char¬ 
acters to encourage children to 
create puzzles using word and 
picture clues; and Mickey's Run¬ 
away Zoo, in which a playful 
game of hide-and-seek results 
when the animals escape from 


Mickey s Runaway Zoo \ 
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Unfertile Chamber 
of the Sci-Mntant Priestess —the second 
sensational title in the Draconian line— 
and explore a bizarre post-bum world 
caught in the throes of mutant treachery. 

Set on a distant planet, the Chamber 
of the Sci-Mntant Priestess combines 
mystic drama and humor with a sophisti¬ 
cated icon interface, so players can easily 
maneuver through the game's captivat¬ 
ing plot. 

You play the role of Raven, a Tuner, 
whose telepathic abilities provide a 
unique advantage when fighting the ene¬ 
my—a monstrous race of mutants called 
Protozorqs. 

Command eight sci-powers with 
"iconomized" ease as yon probe the 
chambers of the mutants temple, search¬ 
ing for your abducted girlfriend while 
engaging in a brain-draining test of five 
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